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-3DO>SATURN>PS1>MS-DOS 

-Development lasted about one year and was primarily done with Amiga 4000 computers to 
create the FMVs. It would be the first major release for the still-unknown Eno and Warp, and so 
Eno felt that if it were not successful he would quit Ifrom game development. He added scenes of 
violence and cannibalism to make the game more striking, however he believed the content 
would be too extreme for censors or publishers and feared the game would not be permitted for 
publishing. To ensure these scenes would not be censored, Eno submitted a "clean" version for 
late publisher approval, knowing they would require him to deliver the game to the 

manufacturer. On his way to the manufacturer, he switched the clean version with his master 
version containing the more disturbing content. 


The game was a commercial and critical success in Japan, selling a million copies and receiving 
a special edition re-release. Critics in the West praised D's horror elements, story, graphics, and 
presentation. Reviewers of the 3DO version found it to be one of the best games on the platform. 
For the PlayStation release, Sony did not print enough copies to match pre-orders. Eno was very 
upset with this, and would later take revenge on Sony by releasing his later games exclusively on 
Sega platforms. D was followed by two sequels featuring the same "digital actress" named Laura 
although the stories are unrelated, Enemy Zero (1996) and D2 (1999). Modern retrospectives find 
D less appealing, but still commend it for its place in history as a unique blend of cinema and 
gaming and an early example of mature horror game design. 

Development of D lasted about one year and was directed by Warp president Kenji Eno.“ Eno 
was heavily inspired by Polarware's Transylvania adventure game series and he believes D 
would have never been created if it were not for playing those games. Eno and Warp were still 
relatively unknown in the industry, and D would be their first major title. With this in mind, Eno 
felt that he was gambling his development career on D, and if it were not successful he would 
stop developing games. There were three phases to D's development: the adventure game 
structure, the story creation, and finally violence was added. Since the adventure gameplay was 


largely finished before the story began to take fruition, flashbacks were added to detail the plot. 
The plot was largely based on that of Dracula, but Eno found it too boring, and so added 
violence and cannibalism to make the game more striking." The FMVSs were created using 
Amiga 40005. 

Eno believed D's violent cannibalistic themes would be deemed taboo or too horrifying by others 
and was worried the game would not be permitted for publishing. With this in mind, Eno kept 
many of the violent sequences a secret, including from other members of Warp. When the game 
was finished, he submitted a "clean" version (1.e. without the violent and disturbing story 
content) for approval. He deliberately submitted the master late, knowing that part of the penalty 
would require him to hand-deliver it to the manufacturers in the United States. While on the 
plane ride to the US, he switched the "clean" discs with the finalized discs including the horrific 
content, thus completely bypassing all censorship.": 

D was a success in Japan. In total it sold one million copies there and the Saturn version reached 
the top of the sales charts in its first week."1° It was one of the few genuine hits for the 3DO in 
Japan, and drew a significant cult following of hardcore fans even before being ported to other 
systems. À Japanese re-release for the 3DO titled D's Diner: Director's Cut contained 
additional content and a bonus soundtrack disc.” The PlayStation release of D was set to be 
published by Acclaim and manufactured by Sony. Orders for around 100,000 units had already 
been made before Sony decided to give their other titles manufacturing priority. Sony told Eno 
they had only manufactured 40,000 units, which made Eno very upset, but ultimately, Sony had 
only manufactured 28,000 units. This shortage upset Eno so much that he later announced, at a 
Sony event, that he would release his next games for the Sega Saturn. Warp's later games, 
including Enemy Zero (1996) and D2 (1999), were released exclusively on Sega platforms."1" 


The original 3D0O release of D was well received.®‘#51 In their import review, GameFan staff 
stated they normally disliked interactive movie FMV games, but praised D for being innovative 
and creative, dubbing it "a masterpiece.""“ In their review of the English release, they 
commended its horror elements and concluded it to be "the best FMV game likely ever to be 
made" and the best 3DO title at the time." GamePro staff gave the game high scores for its 
presentation and likewise commended its scare factor. They called it "a frightening work of art" 
but cautioned that it was not for everyone." Next Generation reviewed the 3DO version first as 
an import, rating it tWo stars out of five, and stated that "This is without a doubt the most heavily 
atmospheric and creepy title to date for the 3DO - or for that matter, any home system." Their 
review of the domestic release said the graphics were astounding and enhanced the player's 
involvement in the creepy storyline. The reviewer criticized the English localization's dialogue 
and voice acting, and said the game suffers from low challenge and extremely short length, but 
still found the game enjoyable." GameFan staff named D their 1995 3DO Game of the Year and 
the Best 3DO Graphic Adventure/FMV Game.®1 GamePro staff ranked it the third best 3DO 
game for their 1995 Editors' Choice Awards. 

Reviews for the Saturn and PlayStation ports were mostly positive although some were 
mixed.”s85 Sam Hickman from Sega Saturn Magazine commented that the game manages to 
be extremely creepy and terrifying despite having almost no bloodshed. He predicted that the 
game would be outclassed by Resident Evil (still in development at the time of the review), but 
concluded that D was the best horror game presently on the market.” Four reviewers at 
Electronic Gaming Monthly commented that the Saturn version had reduced the load times seen 
in the 3D0O version to almost nothing. They highly praised the storyline and intelligently 


designed puzzles, and described it as "scary enough to make you an insomniac."""" GamePro staff 
gave positive reviews for both the Saturn and PlayStation versions, recommending it to those 
looking for a horror experience.” Maximum staff likewise gave positive reviews to both 
versions, saying that D is similar to Myst (1993) and Mansion of Hidden Souls (1993) but 
ultimately better due to its more enticing story. They also praised the FEMV graphics and 
cinematic presentation, but criticized it for its lack of longevity. The reviewers felt its short 
length, addictive gameplay, and lack of overly challenging puzzles ensured that the player will 
be finished with it very quickly." A Next Generation reviewer gave the same praises for the 
scary storyline and graphics, and also said the puzzles "are just challenging enough to satisfy and 
yet not so difficult as to impede your progress for very long." However, he felt the slow character 
movement and lack of longevity kept the game from being truly exceptional."1 Staff at Game 
Informer Were more critical in their review of the Saturn version. They found the gameplay 
tedious but did praise the graphics and the storytelling, concluding the "story would make a great 
movie or book, but not a game." 
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Kenji Eno is legendary. His company WARP, which only developed about 8 games, is equally 
legendary. The number of games increases slightly if you count subtly varied re-releases and 
unreleased titles, but only 4 made it to the west across a variety of systems, with WARP 
supporting underdog hardware such as the 3DO, Saturn, unreleased Panasonic M2 and finally 
Dreamcast. 


When I was first making D, it had no story. The game was already almost completed, so to 
put a story in the game, I had to insert it as flashbacks. D has cannibalism, which was a 
total taboo back in the day! But I wanted to put this in the game, so what I did was I didn't 
show anyone else in the company those scenes. You submit the master, and they put a 
sticker on it, and this gets sent to the US to get printed. There was a penalty you had to pay 
if you're late in submitting the master, and you'd also have to deliver it by hand. So I 
submitted it late on purpose. I submitted a clean one and got it approved. Then I had to 
bring it to America. So on the plane, I switched the discs and submitted it to 3DO, and it 
got manufactured like that. 


A 3D0 re-release titled D's Diner: Director's Cut came out in Japan, purporting to contain 
additional content. It also came with an extra disc of Kenji Eno's music from D. 
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First, when we started out, I had a team of six to seven people when I was creating D. 


When I first established Warp, I went to 3DO, and that was right around the time that 3DO 
opened their Japanese branch. And 3D0O Japan was very nice to me. And they were telling me, 
"You can become a publisher whenever you want." Back in the day, to make a game for 
Nintendo, it was very difficult because the cartridges were expensive. It cost something like 
1,000 yen [around $10] up front for each unit made, so it was too difficult for me to do. And 
3DO'S licensing fee was very reasonable. 

So I didn't have a choice, really. I didn't have the finances to create a game on Nintendo -- that 
was one factor -- but also, 3DO was a very good company. And 3D0O was a San Francisco-based 
company, and since I was influenced a lot by the "Be-In" event, which was held in San 
Francisco, too, I wanted to feel the independent-creator culture from San Francisco. 


There's a crazy story behind this. When I was first making D, it had no story. The game was 
already almost completed, so to put a story in the game, I had to insert it as flashbacks. While I 
was doing that, I wanted to do some kind of a trick. Back in those days, you weren't allowed to 
make any violent games -- like, stabbing people inside the game was taboo -- so you weren't 
allowed to do that. D has cannibalism, which was a total taboo back in the day! 

But I wanted to put this in the game, so what I did was I didn't show anyone else in the company 
those scenes; I was hiding them until the very end. You submit the master, and they check the 
master and approve the master and put a sticker on it, and this gets sent to the US. to get printed. 
There was a penalty you had to pay if you're late in submitting the master, but you'd also have to 
deliver it by hand. So, knowing this, I submitted 1t late on purpose. I submitted a clean one and 
got it approved. Then I had to bring it to America. So on the plane, I switched the discs and 
submitted it to 3DO, and it got manufactured like that. 


The dev team was totally cool with it because we were a new company; for many, this was their 
first title, and we had to do something very striking to succeed. So we were all thinking the same, 
and the team was totally cool with the idea. 


There were three phases to D's development. At first, it was just an adventure game. Then I 
decided to insert a story and turn it into D and make the story that it was Dracula, and this is 
where the story appeared. But then I thought, "This won't sell; this is too boring," so I put in the 
third phase, which was violence. 


IUP: I know you did transform a PlayStation logo -- right as everyone's watching -- the logo 
transformed into a Sega Saturn logo. So, at a Sony event, a Sony festival, where you're onstage 
to announce your deal with Sony, you actually announce that Warp would be making games for 
the Sega Saturn. Which, I don't know who has the balls to do that these days, but you sure did 
back then. Tell us the story behind that. 

KE: The reason why this happened 1s because of how angry I was with Sony. I was very mad at 
Sony. When I released D on the PlayStation, Acclaim was to publish it. So the sales people 
gathered orders for a 100,000 units, but Sony had given their other titles manufacturing priority. 
So Sony told me that they had only manufactured 40,000 units, and I was very mad about that. 
But then, in the end, they had actually only manufactured only 28,000 units, which is very bad. 
So the sales people had gotten 100,000 preorders from retailers, but Sony wasn't able to 
manufacture all of them. I was very pissed about that, because one title like that for a small 


company is very important. If that game doesn't sell well, then that's very bad for the company, 
so Ï was very mad about that. 

So I was talking to a guy at Sony, and this was toward the end of the year, and I said, "OK, l'm 
going to go to [Japanese electronics retailer] Bic Camera, and if I don't see my game there, l'm 
going to punch you." and they said, "No don't worry about it. It's going to be there." And I went 
to Bic Camera and didn't find it, so I actually did punch this guy -- so that should tell you how 
mad I was. Interesting, interesting. I was originally creating Real Sound for Sony because, 
originally, I iked Sony. All of the electronics in my house were Sony branded. That's the irony. 
I felt betrayed when Sony was treating me like that, so when I heard that the Sega vice president 
was a very interesting guy, he and I met and created this whole plot. My original conditions to 
make the game exclusive for Saturn involved my earlier story about supplying 1,000 Saturns for 
the blind people, and also to have Sega's president appear onstage, personally, for the event. That 
was the original plot, and that was what was going to happen until the last minute, but he had a 
board meeting at Sega, and they were like, "OK, you're actually appearing?" Like, Sega is a big, 
successful company, and a high-up management-level guy in that kind of company appearing in 
a situation like that isn't good, so everybody stopped him. So he appeared in a video rather than 
in person. 


https://en.wikipedia.org/wiki/W ARP_(game_developer) 
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Kenji Eno a créé EIM Group (Entertainment Imagination and Magnificence) en 1989 > 
développe jeux pour Famicom jusqu’en 1992 avant de stopper activité 

Travaille comme collaborateur dans un magazine d'automobile 

Voyage aux USA> découvre travail à la cool/relax approche du business, contrairement au Japon 
+ se met au courant dernière technologies 

> découvre 3D0O = nouvelle console crée par Trip Hawkins 

> donne envie de créer nouveau studio = WARP > spécialisation console 3DO 


Premiers jeux: 

e Totsugeki Kikan (Karakuri) Megadasu!! (1994, 3DO) 
. Trip'd (1995, 3D0) 

. Oyaji Hunter Mahjong (1995, 3DO) 

e D (1995, 3DO/Saturn/PlayStation/DOS) 


Un des premiers jeux consoles vraiment mature dans son univers 


« After more than five years as an active studio, all these efforts weren’t enough to 
keep the group alive, leading Eno to the decision to broaden WARP's market range. For 
a while, the renewed SUPER WARP dealt with other media contents such as DVD, 
networking or online music until it finally faded not long after, never again to produce or 
release a videogame. As a self-reliant creative power, WARP enunciated a new 
paragraph in the chapter of Japanese independent videogame market, branded by the 
irreverence of its multifaceted founder and leader. » 


https://groups.google.com/forum/#!search/kenji$20eno$20before$3A01-01-1997/rec.games.vide 
0.3do/Mwxo1SShQUA/33TNP7TfRoJ 


À Warped Interview with Kenji Eno 


Kenji Eno's the president of the super-creative third-party 

developer Warp, responsible for the amazing D. He's been in the 
game industry for eight years and is rapidly becoming an opinion 
leader at only 26! We interviewed him directly and asked him about 
his upcoming products Enemy Zero, D2, and his opinions on systems 
like the N64 and M2. Welcome to the world of Warpl! 


GF: Now that Enemy Zero (E0) is being made for the Saturn, there 
have been some concerns about the video quality. Do you expect to 
have to make sacrifices in the area of FMV clarity or size? Will 

you use Cinepak or TrueMotion? 


KE: Actually, there wasn't much of a problem at all. The quality of 
the movie scenes are no less beautiful than the PlayStation 
version. Even if we put the two versions side-by-side, nobody could 
tell the difference, except, perhaps, an extremely technical 

person. Saturn games used to utilize a compression technology 
called Cinepak to play back FMV, but this is being replaced by a 
system called TrueMotion, which was developed by Duck. The first 
version of TrueMotion wasn't that great, but the latest rev is 
excellent. The new version has high compression efficiency and 
doesn't use too much disk space. Therefore we have no problems 
playing back the movie parts. 


GF: How about the MPEG video card that's available for the Saturn 
in Japan? 


KE: Not many people have the card anyway. Also, MPEG takes up a lot 
of disk space. There's no problem without it. 


GF: Are there any future plans to release EO on other systems”? 


KE: There's a possibility we might release EO in countries other 
than Japan on the PlayStation or PCs. For Japan, however, Saturn is 


the only platform for EO. 


GF: How complete was the PS version of EO when you announced you 
were changing the platform to SS? 


KE: It was pretty much done (laugh). The base code was almost 
completed. CG FMV is the main thing in our game, so all we had left 
was rendering the rest of the game. If it was still a PS title, we 

could have released it after summer (laugh.) 


GF: You announced the platform change at the Tokyo Toy Show, but 
when was it actually decided”? 


KE: It was pretty close to the actual show date (laugh). lt was 
less than a month before. The final decision was made two weeks 
before the Toy Show. 


GF: Tell us how Saturn development's going and what the scheduled 
release date is. 


KE: | feel like it's about 40% done. It looks almost completed. 

t'Il probably come out at the end of November or the beginning of 
December '96. If we were only pressing one CD, it would definitely 
be November, but the press time for four CDs takes awhile. 


GF: So, the SRP will be high? 


KE: 1 don't know how Sega does it, but it'Il only be -6800 in Japan 
(about $68 in the US.) 


GF: Wow, that's cheap for 4 CD-ROMSs! 


KE: l agree. lt's too cheap (laugh.) It's possible to release EO at 
that price because it's a Saturn game... Sega helped us a lot. If 
it was PS, it'd be more expensive, since it would have to be on 
five to six CDs. | don't know how much it'il be in the US, but 
probably around $59.99 or in that range. 


GF: Will D2 really be an entirely real-time, polygon-based game? 
Please tell us about the play mechanics. 


KE: D2 will be released on the M2, not on other platforms. Maybe on 


PC, but no other consoles. It's basically all real-time polygons. 

To tell you the truth, however, we decided to start from scratch 

last month. The M2 specs will be better than the current one, so 
this was our last chance to change things. Also, if we continued 
developing what we were working on, by the time we were done the 
game wouldn't be current for today. We didn't want to release 
something like Resident Evil or Alone in the Dark. We wanted to 
release a real-time polygon adventure game that felt like the old 

PC game Into the Sudden Shadow. 


GF: Are the previews that have been shown of it from intermissions, 
or are they just to convey the image of the game? 


KE: They are actual game screens and we will be using them. 


GF: Please tell us the storyline of D2. The demos show so many 
different characters, locations, and settings that it's hard for us 
to piece them together. 


KE: Basically, the story begins about a year after D. Laura's on a 
plane somewhere and she's pregnant.. Hmm... Actually, the story 
starts before this, during the Middle Ages. There was a feudal lord 
in Transylvania who desperately wanted a child to take over his 
country. He believed in the local superstitions that said you could 
have a child by sacrificing people by impaling them on stakes. The 
local people began to call him the Impaler King. Of course this was 
nothing but superstition, and he had no child. When his wife died, 
he became s0 desperate that he learned black magic and summoned the 
devil. He begged the devil to give him a child, that he would 
sacrifice his own life for one. The devil agreed and left 
Transylvania. The scene will change to the one | was telling you 
about before, the plane in 1997. The devil appears, surrounds the 
plane, and tries to crash it. Then he kidnaps Laura's baby. You can 
tell the baby disappears, because Laura's stomach becomes hollow. | 
think Laura dies in the plane, too... The scene changes back to the 
middle ages and the crying of the baby fades in... that's the 
opening story. The main character of the game is Laura's child. 
When the child grows up, the devil returns to Transylvania to come 
calling for the Impaler King's life, and destroys the castle. The 
child then takes off for the adventure to kill the devil. 


GF: Did you actually come up with this storyline? 


KE: Yes, it's continued from D1, so l'think it's really 
interesting. 


GF: Could you tell us your own opinion about M2 and N64? 


KE: Sure. As you know, 3DO wasn't that successful. M2 is 
Panasonic's next hardware, so they'il be working very hard on this 
machine. Though M2 is 64-bit, it's really a 128-bit class 

machine... but | can't actually explain how it works here. The 
machine has quite a bit of RAM and the CD speedis faster than | 
thought it would be. lt also comes with an analog pad, so | think 

this hardware has the highest specs ever for today's machines. 
However, no hardware can live without great software. Since the M2 
has 8M of RAM, it's easier to use the true power of the next 
generation. To be honest with you, as a developer of PS and SS 
software, it's really hard to deliver the true power of those 

systems because they don't have enough RAM. Also, since it's 
128-bit class, you don't have to burden one CPU. Also, the M2 has 
an MPEG chip so it can do Video CD-caliber FMV. The M2 can render 
an amazing amount of polygons on the fly and they won't be 
distorted at all. The PlayStation can do a fantastic amount of 
polygons, but without 64-bit effects they become distorted. In 
games like Doom, the wall texture will be clear even if you're 

right next to it. Fog and lighting effects can be shown 

beautifully. AIl these effects add up to the best home system 
graphics ever... | feel like the M2 is like an enhanced Nintendo 

64. With the M2's advanced light-sourcing, you can have multiple 
colored lights per environment, even on the same screen. It's 
amazing! Whether it sells or not depends on Panasonic's marketing, 
but at the price l've been quoted, | think it'il sell. The system 
deserves $700, but it'Il be less than that. Also, all the games in 
development in Japan are original games. There are no arcade 
translations or sequels. Since all the games are original, | think 

the M2 will be popular in foreign countries. 


GF: By the way, how many games are in development right now in 
Japan”? 


KE: As far as | know, 20 to 30 titles are in development. In Japan, 
sequels and arcade translations sell more. Since M2 games are so 
far original titles only, | think it will be more popular in 

foreign countries than in Japan. l've seen other M2 titles and they 
were amazing, so you guys should be expecting a lot from this 


system. 
GF: How about Nintendo 64? 


KE: It's a very good system, but is uses ROM cartridges. | don't 
think it's suitable for today's market when you think of the needs 


of the users. In Japan, N64 software is «9,800, or about $98. It 


may be cheaper in foreign countries, but isn't that expensive? From 
a developers perspective, we have to create something worth $98... 
it's tough. As far as ability, they can't show that many polygons, 

but the screen looks beautiful because of mip-mapping and 
anti-aliasing. But since the range of textures is very low, you can 
only fit definite textures like grass and mud into a ROM cartridge. 

l feel it's like the polygon version of 16-bit. | do like the 

analog stick, though. | hope there'll be lots more analog games. 
Once you play a racing game with analog, you can't go back to 
digital. The only setback for the system is cartridge. that's 

all. 


GF: Let me bring back a previous topic. can the analog stick for 
SS can be used in E0? 


KE: Yes, you can use both analog and digital controllers. After the 
release of Nights, there are very few games using the analog pad on 
the release schedule, so we decided to make EO playable with 
analog. | personally like Sega's analog controller more than 
Nintendo's. Maybe it's just because | have big hands, though 
(laugh.) 


GF: From your opinions of N64, you won't be developing games for 
N64, will you? 


KE: Well, we have only two projects right now. We're working on 
Enemy Zero and D2. If we stick to schedule, EO will be done first, 
so we might consider N64, but cartridge is a very big wall for us. 
We're not a million-seller company and we actually don't care how 
many hardware units are out there. 


GF: Would it be possible to transfer EO to N64? 


KE: It's not possible because of the FMV. 


GF: How about if the 64DD? 


KE: It might be possible, but that will be available next summer, 
right? 


GF: Hey, is it true that Di was rendered on an Amiga? 
KE: Gee, you know a lot!! (laugh.) 
GF: Tell us about your current development tools. 


KE: Right now, we're using Alias Power Animator, the one Rare uses. 
We're also using N-World. 


GF: Do you have the foreign market in your mind when you develop 
games? 


KE: As you know, we're not a million-seller company. We're not just 
making products, we're creating works of art. lf we were to just do 
what pleased us, though, we wouldn't make any money, so we have to 
consider the foreign market. In other words, we consider the 

foreign market very much! That's one reason why our theme is 

"fear." ! think that fear is a worldwide, common feeling. The PC 

market is very big for me as well. So I do consider US, as well as 

the European market. 


GF: Are there any filmmakers that have influenced you”? 


KE: Yes, but a great deal of directors have influenced me, so | 
can't really answer that. 


GF: How about any movies or music that have influenced you? 


KE: My favorite was the Beatles when | was a kid. Then | started 
listening to techno music in Junior High. | love too many movies so 
| really can't pick one. 


GF: How about your favorite foreign games”? 


KE: l've played a lot of adventure games from Sierra On-Line. That 
was about 15 years ago, though. Lately, l've been playing WipeOut, 
Incredible Machine, Fade to Black, Alien Trilogy, etc. For sports, 

l love EA titles. The foreign market is great, don't you think? 


From now on, the foreign market will grow! 


GF: If so, why don't you started a company in the US or Europe”? 
(Laugh) 


KE: Actually, we're starting next January! More than half of our 
staff are moving to San Francisco. l'm going as well. 


GF: Why did you choose San Francisco? 


KE: I get tired in Los Angeles. I like San Francisco. Since | go to 
the US every month, | love America! 


GF: Could you tell us about your background? 


KE: lentered the video game industry about eight years ago. | was 
working for a subcontracted development company for about a year, 
but | couldn't use 100% of my ability. Therefore, | quit and 
established my own company, but we were just a developer... not a 
publisher. We did this for about four and a half years, but | 

wasn't having fun. Around that time, | heard that 32-bit, CD-ROM 
based systems were coming, and I thought that this platform would 
take me somewhere | wanted to be. That's when | established Warp, 
two years and three months ago. 


GF: How about your childhood? 


KE: 1 bought a computer because | wanted to compose music in 
elementary school. The NEC computer | bought had a PSG, or 
Programmable Sound Generator, so | could compose music with it. 
Then | decided to learn Basic to program games. | decided to do a 
version of Pac-Man, but the algorithms were extremely difficult. | 
then realized that making games was extremely technical work. So, | 
bought a computer that could utilized machine language, and I 
started to make games. One day, | entered the programming contest 
of a magazine and won a few thousand bucks. At that time | didn't 
have a VCR or a TV, so | just wanted to get money to buy them. 
After the contest, though, | got tired of programming and stopped 
dealing with computers for a while. So, for five or six years, | 

was really into movies, music and art. 


GF: So, you're the one doing music for all Warp games”? 


KE: Yes, | did D. 
GF: Aren't you pretty young? 
KE: Yeah, | just turned 26. 


GF: Wow! Well, anyway, what type of game do you want to work on 
from now on? 


KE: My schedule's been set already. After EO and D2, we're making a 
network game like Doom and we're also making a full CG movie next 
year. 


GF: DVD will be available pretty soon. We've rumors that video game 
hardware using DVD is in development. Do you have any plans to 
release games for this”? 


KE: Yes, DVD systems will be available soon. l've been talking to 
people about this, but it'Il be a while before DVD-Rom's available. 


GF: This is kind a stupid question, but why you didn't put nipples 
on Laura in E0? 


KE: Actually, we tried it (laugh.) But everyone just kept staring 
at her nipples, disregarding our other CG! Since CG's so realistic, 
it looks really erotic. | wanted to create something beautiful. 


GF: For our last question, where did you get the name "Warp?" 


KE: First of all, warp means "twist space." For example, in 

cartoons, to transfer from Planet A to Planet B, the fastest way to 

is to twist space and move suddenly to your destination. There are 

so many channels through which game software transfers between the 
developer and users such as such as retail stores, distributors, 

etc. We wanted to have a direct relationship with users by 

"warping" our games to them. Also, our thoughts are twisted. That's 
why we named our company WARP. 


GF: Thank you for your time. 


Alors je sais pas si vous savez, mais j'adore le jeu vidéo. 


Le jeu vidéo, c'est cool; le jeu vidéo, c'est stylé; le jeu vidéo, c'est marrant, mais c'est 
encore mieux quand ça fait flipper, quand ça terrorise, quand tu prends tes meubles 
pour des démons quand tu vas te pieuter et que tu passes une nuit de merde à faire 
des cauchemars pourries sur les jeux de la veille. 

Mais effectivement, le jeu d'horreur est un genre que j'affectionne particulièrement, et 
dont certains font partie du Panthéon de mes jeux préférés. 


Mais l'horreur dans le jeu vidéo, c'est aussi un genre progressivement apparu dans les 
années 80, dans un bon nombre de jeux n'ayant pas forcément pour thème principale 
l'horreur, mais utilisant des principes de tension et de peur ou les éléments visuels s'y 
prétant, comme dans pas mal de jeux d'aventure textuels, ou d'autres jeux plus 
concrets, notament comme dans les adaptations de films d'horreur populaires de 
l'époque. 

années 90 


Et pour commprendre le contexte d'existence de ce jeu, on va remonter le temps, au 
tout début des 70. 


Le 5 mai 1970, Kenji Eno naît dans l'arrondissement d’Arakawa, à Tokyo. Enfant 
considéré surdoué, c'est dans sa jeunesse qu'il développe un certain talent pour deux 
de ses passions : la musique et la conception de jeu vidéo. A partir de 1988, Kenji Eno, 
participe principalement à la conception d'un bon nombre de jeux à destination de la 
Famicom, travaillant au sein de plusieurs studios de développement aujourd'hui oubliés 
comme Interlink ou EIM qu'il a lui même crée en 1989. 

Cela lui ménera après une période de lassitude à faire une brève pause dans sa 
carrière de concepteur vidéoludique. 

C'est en 1994 qu'il se relance dans cette industrie en créant son second studio de 
développement, nommé WARP. 

La création du studio coïncide avec l’ouverture de la branche japonaise pour la 3DO, 
une console américaine toute récente entre autre commercialisé par Panasonic, et qui 
faisait de l'oeil à Kenji Eno. Durant ses débuts, sur les années 1994 et 1995, WARP 
réalisa ses premiers jeux exclusivement sur 3DO. 


D, sorti en 1995 sur 3D0O donc, et l’année suivante sur Saturn, PlayStation et PC, est un 
jeu d'horreur prenant la forme d’un film interactif. A la différence qu'au lieu d'être 
composé d'animations 2D, ou de plans filmés avec des acteurs en carton sur fond vert, 
D est entièrement réalisé en animation 3D précalculé. Du quasi jamais vu pour l'époque 
dans le domaine du jeu vidéo, à quelques rares exceptions près, tel que dans 
l'adaptation vidéoludique sur PC de The Lawnmower Man, alias Le Cobaye en français, 


un jeu lui aussi composé de plans de synthèse pour rappeler le thème du film. 


D se déroule donc en 1997, dans un hôpital situé dans les environs de Los Angeles, où 
un médecin renommé du nom de Richter Harris est pris d’un coup de folie et décide de 
faire une tuerie de masse en tuant de sang froid toutes les personnes présentes dans 
l'établissement, pour ensuite s’y barricader avec quelques otages. La police ne pouvant 
intervenir, elle en appelle à sa fille, Laura, pour la faire venir à l'hôpital pour tenter de 
rendre à son père la raison. Entrée dans l’hôpital, Laura se retrouve peu après aspiré à 
travers une sorte de portail, la téléportant à l’intérieur de ce qui semble être un château. 
En avançant, elle fait face à une sorte de représentation de son père lui expliquant qu'il 
n'est plus lui même, se changeant en créature maléfique. Le chateau où Laura se situe 
est le fruit de l'imagination de son père, qui lui implore de partir sous peine de ne plus 
jamais pouvoir sortir vivante du bâtiment. Malgré des explications vagues, il disparaît et 
Laura est contrainte à explorer d'elle même les environs. 


Ainsi, D mêle exploration de lieux, et énigmes à résoudre. Dans ce jeu aucun véritable 
ennemi à une exception prêt. Mais cela ne veut pas dire que le jeu nous laisse 
vagabonder tranquillement sans pression, puisque D possède un système de 
sauvegarde inexistant. Quand vous commencez une partie, vous avez deux heures 
pour terminer le jeu. Si ce temps écoulé, vous perdez la partie, et ce à travers la 
cinématique de Game over la plus abstraite au monde, comme quoi après ça, il va 
falloir tout recommencer depuis le début: les cinématiques, les énigmes, les 
aller-retours, les dialogues, tout ça sans checkpoint et sans pouvoir faire pause. Après 
si le jeu vous laisse 2 heures pour être terminé, c'est parce que le jeu met moins de 
deux heures pour être terminé. 


D allait être le troisième jeu de WARP et était édité par Panasonic. Développé depuis 
1994 par une équipe de 6 à 7 personnes durant un an, D était la première grosse 
production à la fois pour WARP et pour Kenji Eno. Surtout que D était un film interactif 
en FMV. L'intégralité des FMV, crées sur des Amiga 4000, furent animés avec Alias 
Power Animator, un logiciel souvent utilisés à l’époque pour la création et l'animation 
d'éléments 3D pour des jeux de PS1 et Nintendo 64, notamment pour Super Mario 64 
ou Crash Bandicoot. | 

Le jeu passa, selon les mots de Kenji Eno, à travers 3 phases de développement. A la 
base, D était simplement destiné à devenir un simple jeu d'aventure, sans aucun 
scénario ni même d'éléments horrifiques. Mais vers la fin du développement, le jeu 
étant quasiment achevé, Kenji Eno décida d’ajouter une histoire au jeu, ce par 
l'insertion de cinématiques de début et de fin, ainsi que de flashbacks à trouver au fil de 
l'aventure. Mais même avec une histoire, Kenji Eno trouva le jeu ennuyant, alors pour 
remédier à ce problème, il décida de le rendre plus violent, le jeu comportant 
maintenant plus de scènes de violence et de cadavres, avec pour thème le 
cannibalisme. 

Toute cette violence pour Kenji Eno avait d’une certaine façon pour but de marquer ou 
choquer les joueurs, et tout le reste de l'équipe de développement était en accord avec 
cette idée, le jeu étant le plus gros projet sur lequel ils travaillaient. Cependant, produire 
un jeu violent durant ces temps-là n'était pas sans risques, dans le sens où une 


censure peut rapidement arrivé, ce dont Kenji Eno avait peur pour son jeu. 


ll décida alors de ruser avec les règles de développement pour éviter la censure. 
Lorsque la version Master d’un jeu 3D0 (c’est-a-dire la version terminé et définitive du 
produit) est envoyé à l'éditeur, il l’'approuve et l'envoie se faire copier aux US (puisque 
les jeux 3DO sont manufacturés aux USA). 

Mais si la version Master est donné en retard, le développeur paie une pénalité, et doit 
lui en plus de ça lui même donner la copie du jeu au manufacturier aux US. Ayant peur 
que l’éditeur ne publie pas le jeu, KE fit exprès de donner une version censuré de son 
jeu en retard à son éditeur. 

L'éditeur approuva le jeu, mais Kenji Eno due donc aller de lui même aller aux US 
donné le jeu au manufacturier. Et c'est donc sur le voyage, dans l'avion, qu'il remplaça 
les versions censurés par les versions non-censuré. Le jeu évita donc la censure, et pu 
sortir tout violent qu'il était. 

D a été un gros succès public à sa sortie au Japon, comptabilisant le million de ventes 
tout supports confondus, le jeu acclamé pour son ambiance graphique et sonore, une 
expérience de jeu assez unique et une composante horreur/violence particulièrement 
efficace pour l'époque. À tel point que D fut classé comme un des meilleurs jeux de la 
3DO, ce qui parait un peu naze quand on sait que la console a fait un énorme bide. Le 
jeu aura quand même le droit à une version Director’ s Cut 1 an plus tard, avec des 
scènes supplémentaires et le CD de la BO composé par Kenji Eno. 

D est aussi à l’origine d’une énorme mésentente entre Kenji Eno et la marque Sony. 
En gros vla l'histoire : Kenji Eno décide de sortir D sur PlayStation, et passe alors une 
commande auprès de Sony pour produire une centaine de milliers d'exemplaires de son 
jeu à la suite d'une demande des revendeurs, ce que Sony accepte. Sauf que plus tard 
Sony donna la priorité à la production d’autres titres, en mettant en arrière plan la 
production. Sony décida alors de produire juste 40k exemplaires pour juste au final en 
produire 28k, contre encore une fois 100k exemplaires au départ à la demande des 
revendeurs. Etant contrarié de Sony ayant ainsi produit vachement moins de copies de 
son jeu pour la Playstation, Kenji Eno fit une déclaration surprise auprès de journalistes 
en exprimant pour ses futurs projets abandonner Sony pour se consacrer 
exclusivement à Sega et à sa Saturn. tout ça durant un événement Sony, ce qui 
s'appelle un gros coup de pute. Kenji Eno ne travailla dorénavant que sur des consoles 
Sega et Panasonic, se sentant trahi par Sony, malgré son amour pour la marque, 
exprimée à travers cette phrase lors d’une interview (« Tout mon électroménager chez 
moi est de la marque Sony »). Il a vraiment dit ça. 


Quoi qu'il en soit, D donnera naissance à Laura, une sorte d’actrice digitale, puisque 
celle ci apparaîtra dans deux autres jeux de Kenji Eno: d’une part sur Saturn en 
décembre 1996 dans Ennemy Zero, un survival horror mélangeant FMV et phase à la 
première personne, puis ensuite dans D2, la suite marketing de D. Et ça veut rien dire, 
alors laissez moi vous expliquer. Après avoir sorti Ennemy Zero, WARP s'est lancé 
dans le développement de la suite de D, judicieusement appelé D2. Le jeu était même 
censé être la première exclusivité de la Panasonic M2, une console qui aurait dû 
succéder à la 3DO, mais qui a au final été annulé vu le bide de leur dernière console et 
la concurrence féroce entre Sony, Nintendo et Sega. Le jeu aurait été une suite direct 


de D, avec un scénario beaucoup plus présent que dans le premier jeu se passant un 
an plus tard. 

Sauf qu'après l’annonce du jeu, la Panasonic M2 à été annulé. Kenji Eno décida de 
réinitialiser le projet en gardant son nom. 

Le jeu sorti finalement sur Dreamcast en 1999, et malgré son titre et le fait que l’on 
contrôle Laura en personnage principal, D2 n'a plus aucun rapport avec le premier D. 


Plus de 25 ans après, D n'a pas spécialement bien vieilli graphiquement, avec pas mal 
d'animations assez bancales, sans parler des FMV ne sont clairement pas en 
haute-définition, tournant en 15 images par secondes avec une résolution de 288 pixels 
par 144. 


l'ambiance que procure D est quasiment intacte 


Bon c’est bien beau tout ça, mais si le jeu a fait un succès, et bah niveau critique, c'est 
pas trop ça. 


-KE fortement inspiré de « Transylvania » de Polarware 
= jeu d'aventure textuel sorti en 1982 sur ordis personnels époque: sur Apple Il, 
Commodore 64, et Amiga, Atari ST pour versions améliorées. 


Timeline jeux WARP= 

Totsugeki Kikan (Karakuri) Megadasu!! (1994, 3DO) 
Trip'd (1995, 3D0O) 

Oyaji Hunter Mahjong (1995, 3DO) 

D (1995, 3DO/Saturn/PlayStation/DOS) 

Short Warp (1996, 3DO) (inclus capote) 

Ennemy Zero (1996, Saturn/PC) 

Real Sound: Kaze no Regret (1997, Saturn/Dreamcast) 
D2 (1999, Dreamcast) 

Autres jeux KE= 

. You, Me, and the Cubes (2009, Wii) 

. Kakexun 


-KE s’est tourné vers la 3D0O car coût des jeux sur N64 trop élevé (KE n'avait pas les 
moyens) 


-KE a frappé employé de Sony = a dit que son jeu se trouvait chez retailer (Bic Camera) 
mais n'y était pas. 


(+ Real Sound de base pour PS1) 


